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Who fr 


who is who ? 

who is who in the Infocom Usergroup Germany ? 

well, this little list of names may help you if you have any 
problems. So, if you want to ask somebody about something you can 
“ontact him direct by mail, by phone or in the CREAMO Mailbox 
System: 


Robin Goldmann: | 
Founder of the IUG, Chief and Public Relations | 
Manager (Sometimes Gametester) 
Contact: | 

Robin Goldmann | 

weserstadion 

2800 Bremen 1 

Tel. 0421/490611 (18.00 hrs - 21.00 hrs.) 

CREAMO: FROBOZZ 


Alexander Horn: | 
Second Founder of the IUG and FROBOZZ TIMES Chief | 
Editor | 
Contact: 
Alexander Horn 
Beethovenstr. 3 
2800 Bremen 1 
Tel. 0421/343162 
CREAMO: PROTOVISION 


Gregor Schommer: 
Mailbox Operator, Interactive Fiction Solve-it 
Department and Gametester 
Contact: 
Gregor Schommer 
Neue-Eiler-Str. 26 
5000 Koeln 90 
Tel. 02203/34456 
CREAMO: SYSOP 


Stephan Engelhart: 
Interactive Fiction Solve-it Department and Gametester 
Contact: 
Stephan Engelhart 
Bahnhofstr. 6 1/2 
8070 Ingolstadt 
Tel. 0841/74822 
CREAMO: TWISTER 
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Managing Editor: Alexander Horn 
Adventure Editor: Robin Goldmann 
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Competition Editor: Robin Goldmann 
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Spelling Editor: Alexander Horn 
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Thorsten Kramp = 


Pu c Relations Assistent 
Contact: 
Thorsten Kramp 
Ronmerscheider Hoehe 10a 
5060 Bergisch Gladbach 
Tel. 02202/30358 


CREAMO: PRISM Sose Texts are taken from the 


STATUS LINE. 
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NORD AND BERT 


Cambridge, MA (june 25, 1987) -- 
Eating your words will never have 
tasted so good once you've 
experienced Infocom'’s latest 
interactive fiction story. 


NORD AND BERT COULDN’T MAKE HEAD OR 
TAIL OF IT is a roller coaster ride 
through the English language that gives 
new meaning to minding your p's and 
q's. 

NORD AND BERT is in fact eight 
stories that all take place in the 
off-beat Town of Punster. The reader 
must restore order to the topsy-turvy 
town by deciphering messages full of 
double meaning and word trickery. 
Although these are the first short 
stories from Infocom they arent't 
Just throwing around tall tales. 
Each of the vignettes presents a 
series of wordplay puzzles that are 
deviously challenging yet entertaining 
and fun. When you try to BUY THE FARM 
you'll find a little off the beaten 
path in a land where ordinary actions 
are based on cliches. Why, moving that 
old nag is as simple as "leading a 
horse to water”. This story really 
tests your memory, but don’t worry: 
it’s like riding a bicycle ... 

where is a hair not a hair, but a 
hare ? In the SHOPPING BIZARRE, of 
course. Put on that old thinking cap 
and dust off those corny joke to ACT 
THE PART in a 50's style situation 
comedy. If idioms are more your speed, 
the Town of Punster is in no short 
supply. 

Be warned though, in EAT YOUR WORDS, 
humble pie and crow are popular items 
on the menu. Soonerisms are a 
favourite running stunt of stunning 
runts who know the world is not 
what it seems. This type of word 
play transposes Ppronounced word 
sounds. In SHAKE A TOWER, you’ll dine 
with both lunching mobsters and 
munching lobsters. 

watch out for rooms that literally 
have their own personalities when you 


short 


VISIT THE MANOR OF SPEAKING. In order 
to MEET THE MAYOR, you must complete 
all seven previous stories including 


PLAY JACKS, where you'll need to be 
well versed in words beginning with 
"jac”. 


It's easy to make a mountain out of a 


molehill when involved in the 
stories. But don’t worry. For the 
first time, an Infocom title offers 


.built-in hints, which you can call upon 


when the going gets rough. 

NORD AND BERT contains the humor, 
creativity and intellectual challenge 
that characterize all Infocon titles. 
However, unlike other stories, each 
of the eight tales can be completed in 
a few hours -- a fun way to spend an 


evening alone or with a friend or Two. 
AS ' no mapping is required «your 
position and possible moves are listed 


at the top of the screen) you can 
concentrate all thoughts on the clever 


word games. (FROBOZZ) 





FROM THE EDITOR'’S DESK: 


remember the meeting we 
announced to be hold on August 29th ? 
well, don't worry if you missed it 
cause we didn't hold it. As a matter 
of fact we were not able to do so. But 
we will try again. We have a new date 
and a place to hold the meeting. This 
time it is for real. So check your 
brain and note this date: 


Everybody 


17.11.1987 in Cologne (Köln) 


But there is something very important 
which you should note too. Since 
ACTIVISION is paying all costs for the 
meeting it is not a public meeting. 
Only persons with an winvitation from 
the IUG or ACTIVISION will be permitted 
to enter the place of the meeting. So, 
if You want to visit the meeting, drop 
us a note until October 10th and You 
get an invitation, I promise. Except 
for members of the IUG, the meeting 
will be joined by members of the press, 
TV and other special guests. Hoping to 
see very much of you’l remain with 
greeting to you. 





The Frobogz Sims ——— 


MAILBOX 


CREAMO 

















As You may already have heard, the IUG 
has an own mailbox system online. It is 
called the CREAM-Box in Coloyne. Every 
member of the IUG can get free access 
to the mailbox by just sending us a 
letter with his Name, Username and his 
personal Password (anyone You choose). 
The number of the mailbox is 
02203/33133 from germany. Foreign 
residents please add the number for 
germany (from most countries 0049) and 
delete the first 0. 

To’ show You a little bit of the 
mailbox, here is the protocol ofa 
call: 


Bitte drei Punkte eingeben: ... 
CREAMO: CREAtive-Mai lbox Koeln/Bonn 


Name: PROTOYISION 
Password: 





Guten Tag, Alexander Horn! 
ietzter Anruf: 15-09-87, 12:50:46 
Montag, 21. September 1987, 14:15:45 (Port 1) 


== Dringender Spenden Aufruf! Besonders an diejenigen, welche z=xz 
== sich ueber diese Box freuen, sie aber nicht unterstuetzen ! ==x 


== Anhalten: Ctrl-S / Ueberspringen: Ctrl-C / Abrechen: Ctr|l-X ==z 


Hier ist sie !!! Die Nummer des fuer die Mailbox extra eingerichteten 
PostGiro-Kontos, damit alle, die bereit sind die Kosten der Mailbox- 
Telefonleitung mitzutragen, dies mit 20 Mark/Jahr auch tun koennen ? 


Meine Adresse bekommt man mit ANSCHRIFT G.SCHOMMER 

Bankverbindung: Postgiroamt Koeln, Blz 370 100 50, Kto.Nr: 3736 59-504 
JICHTIG! Als Verwendungszweck woertlich "KOSTEN-BETEILIGUNG" angeben ! 
saAC-Mitglieder brauchen nicht zu bezahlen - Leistung des Vereins ! 


ich danke der Redaktion des WDR-Computer-Clubs und der Firma MICOM, 
‚uppertal fuer die Bereitstellung der folgenden Mailbox-Hardware: 


» Coronna ATD (IBM AT kompatibel) mit 20 MB Festplatte. 
: Elink 03 Modembox mit Postmodem MDB1200-03 
- Organischer Allzweck-Sysop, maennliches Modell, nicht IBM kompatibel 


jitte' in folgenden "Brettern" nachschauen: 


ıITARI (21-09-87) DFUE (13-09-87) 
IL VERSES (13-09-87) GESUCHE (16-09-87) 
IARDWARE (13-09-87) INFOCOM (18-09-87) 
‚ERMIT (14-09-87) MSDOS (14-09-87) 


IMWELT-SCIENCE (14-09-87) UNTERHALTUNG (13-09-87) 


; Datum Zeit Abs./Empf. Kb Betreff 

331 18-09 23:27 FROBOZZ fuer die frobozz times ı 
332 18-09 23:29 FROBOZZ frobozz times 2 

333 18-09 23:32 FROBOZZ frobozz times 3 

334 18-09 23:33 FROBOZZ forbozz times 4 


DPUNMN 


efehl: brett infocom 
ee ER Era TEC nenne SEE 


T 
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Nr. Datum Zeit Abs./Empf. Kb Betreff 

362 10-03 21:13 FROBOZZ allgemein ’ 

427 02-04 16:31 SYSOP INFOCOM USERGROUP GERMANY - Was'n das ? 
428 02-04 16:32 SYSOP Einige Fakten ueber INFOCOM 

429 02-04 16:33 SYSOP Benutzte Trademarks in diesem Brett 

430 02-04 16:34 SYSOP HOLLYWOOD HIJINX - Preview 

431 02-04 16:35 SYSOP Have you ever tried...? (Deadline) 

432 02-04 16:37 SYSOP BUREAUCRACY (von Douglas Adamsı)-Preview 
433 02-04 16:38 SYSOP Vorankuendigung - Meeting der I.U.G. 
453 06-04 23:27 MOSES Hilfe bei Leather Goddesses ? 

511 19-04 20:11 PRISM Hilfe bei Deadline gesucht 

517 21-04 12:06 SYSOP Review: HOLLYWOOD HIJINX 

599 11-05 18:25 PRISM geloest 

673 29-05 20:19 SYSOP coming soon: STATIONFALL 


coming soon: THE LURKING HORROR 
hilfe bei planetfall gesucht ! 
have you ever tried... 


674 29-05 20:20 SYSOP 
717 10-06 17:55 PRISM 
718 10-06 17:58 PRISM 


723 11-06 21:46 MOSES doug adams 

725 11-06 22:50 SYSOP BUREAUCRACY 

729 13-06 13:41 PRISM bureaucracy, aber woher nehmen ? 

846 08-07 19:18 PRISM stationfall und co. 

972 04-08 23:27 MOSES was is los mit dem usergrouptreff ? 

993 09-08 20:46 SYSOP sniff £ 


IUG Meeting 

wie komm ich weiter ... ? 
weiss ich nicht 

nord and bert 

meeting again 

plundered hearts 

who is Who in the IUG 


1041 21-08 01:29 SYSOP 

1072 26-08 23:45 SYSOP 

1097 31-08 22:26 FROBOZZ 
1270 15-09 23:26 FROBOZZ 
1326 18-09 23:18 FROBOZZ 
1327 18-09 23:22 FROBOZZ 
1328 18-09 23:24 FROBOZZ 


DPNUOUFFFURFFRRHBER PDF HN DH Dr UPH 


(INFOCOM) Befehl: ende 


Befehl: 1334 
Nachricht Nr.: 1334 von: FROBOZZ 


Betrifft: forbozz times 4 
Abgesandt am: 18-09-87, 23:33:48 
Empfänger: PROTOVISION 


who is who ? 
who is who in the Infocom Usergroup Germany ? 


well, this little list of nam 


(Break) 


LvVschen, ANTworten oder WEiterleiten ? L 
Nachricht wurde gelvscht. 


Befehl: ? 


ANSchrift ANRede ANTworten ANSAge 
Brett BEtreff Dlalog Ende 
Filesystem Hilfe Inhalt Kennwort 
Lesen LOeschen Ruecknahme Senden 
STEllvertreter Teilnehmer Umlaut 

<Break > 3 


Befehl: ende 
Anruf um 14:22:41 beendet. 
Auf wiedersehen, Alexander Horn. 









The year: 1979. As Tim Anderson 
has recounted in previous install- 
ments in this series, Zork was 
one large computer game, about a 
megabyte in size — as large as it 
could be and still fit in its original 
home, a DECsystem-l0. Marc 
1 Blank and Dave Lebling designed 
and wrote the program, with the 
help of Bruce Daniels and Tim. 
They had met and worked 
together in a research group at 
M.LT., and now the group was 
losing valuable talent through 
graduation and the lure of “'che 
real world.’ Several members of 
the group believed that they 
could still produce outstanding 
jcomputer-based products in 
j almost any category — from pro- 
igramming languages like MDL 
fan important influence on 
modern Lisp} to data bases, elec- 
tronic mail, and artificially in- 
telligent systems — if only cen- 
trifugal force didn't separate 
them. 


The problem: What sort of 
product could the group work on 
together, and to whom could they 
sell it? As early as 1976, they had 
discussed the potential market- 
ability of various computer 
games that had been designed or 
implemented by group members 
just for fun. Now their attention 
was focused on various potential 
products based on mini- 
computers, some involving cus- 
tom hardware as well as software. 
; The group was ignoring the 
‚potential of a mass market for 
micro-Computers, not only from 
lack of experience with them {the 
group’s unofficial motto is "We 
hate micros!”) but also from 
serious concems about software 
|piracy. 
| Joel Berez had graduated from 
the group and was working in his 
family's business in Pirtsburgh. 
‚Marc had finished medical school 
jand moonlighting on Zork 
Jevelopment) and was starting 
üis medical residency in Pitts- 


surgh. These two had long been . 


‘riends, and they liked getting 
:ogether for a Chinese dinner and 
sonversation. 

One topic of conversation was 
"the good old days” at M.LT., 
anl one reason that the old days 
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by Stu Galley 
SPECIAL TO The New Zork Times 


were good was Zork. They wish- 
ed that Zork’s wonderfuiness or 
“taste and winnage”’ in M.LT. 
jargon) could somehow be 
brought to more people. But very 
few people had access to the large 
computers that could run Zork. 
More and more poeple were 
beginning to buy personal com- 
puters — like the Radio Shack 
TRS-80 Model lor the Apple 1 — 
but those computers were too 
small to run Zork. Or were they? 


Joel and Marc began some seat- 
of-the-pants design work (much 
of it on Joel’s parents’ coffee 
table) on how much Zork could 
be compressed, and how to do so 
in a flexible way to allow for dif- 
ferent, incompatible personal 
computers in the furure. They 
considered using available ‘'por- 
table’ tools for programming, 
like UCSD Pascal, but it soon 
became clear that Zork had too 
much text in it. [Keep in mind 
that a standard personal com- 
puter at this time came with 16K 
bytes of memory and no disk 
drive.) They finally concluded 
that, by inventing a programming 
system specifically for Zork, they 
could fit about half of it into a 
computer with 32K bytes of 
memory and one floppy-disk 
drive. 


Meanwhile, the group at M.LT. 
was in the process of forming a 
corporation — choosing ‘'In- 
focom’’ as the name least offen- 
sive to everyone — and searching 
for a project that would quickly 
produce a product to start 
generating income for the com- 
pany. Among the projects they 
considered were systems for 
keeping track of documents, 
handling electronic correspon- 
dence, and processing text: When 
Zork was added to the list of 
possibilities, Joel and Marc work- 
ed intensively during the summer 
and autumn creating the pro- 

"gramming tools for their design. 

And they had to work for IOUs, 
since the company tressury — 
which started with only $11,500 
— could afford to pay only for the 
hardware they nceded at the 
time. 





The key to their design was an 
imaginary computer chip called 
the ''Z-machine.” This chip 
would be able to run Zork |or at 
least part of it) if the program 
were coded in a special, very 
compact language. Then the 
design called for each personal 
computer to have a program [call- 
ed a Z-machine Interpreter Pro- 
gram or ZIP) that would interpret 
the special Z-machine language 
and make the computer act the 
same way that a real Z-machine 
would. In order to get Zork writ- 
ten in this special language, 
another language was invented, 
called Zork Implementation 
Language (ZIL), similar in many 
ways to MDL. Marc built a two- 
stage translator program that 
would translate a ZIL program, 
first into an assembiy language 
and then further into the 
Z-machine language. He also 
built a ZIP so that a 
DECsystem-20 could emulate 
the Z-machine. 

There was still the problem of 
cutting Zork in half. Dave ex- 
amined his complete map of Zork 
and drew a boundary around a 
portion that included about 100 
or so locations: everything 
"above ground’' and a large sec- 
tion surrounding tbe Round 
Room. The object was to create a 
smaller Zork that would fit 
within the constraints establish- 
ed by the design of Joel and Marc. 
Whatever wouldn't fit was to be 
saved for another game, another 
day. 


verted from MDL into ZIL, the 


program became “'cleaner” and 


friendlier. The geographies of the 
maze and the coal mine were 
simpliied so that the. cannec- 
tions were less arbitrary, and in 
other places complexity was 
removed whenever it didn't serve 
a justifiable purpose. For exam- 
ple, there was originally a barrel 
sitting near the top of Aragain 
Falls, but it was just a red herring; 
its only purpose was to lure un- 
suspecting adventurers inside and 
carry them over the falls to 
destruction. The Rainbow Room 
had its named changed to On the 
Rainbow, and that meant remov- 
ing the silly joke about 
Rockefeller Center and the NBC 
Commissary. Since the Land of 
the (Living) Dead (the word ''Liv- 


. 


‘In the process of being con- 


Ihe (yrobozz Times 
The History of Zork —The Final(? 


ing’’ was removed in order to fit 
the name on the status line) no 
longer led to the stairway where 
Zork III later began, the crystal 
skull (a brand-new treasure) was 
put there instead. 

By late 1979, Joel and Marc had 
both moved back to Boston. Joel 
had been elected president of In- 
focom and started business 
school, and Zork I was shaping up 
as Infocom’s first product. Zork I 
first saw the light of day on a 
DECsystem-20 on which the 
company was renting time, then 
on the PDP-11 in Joel’s bedroom. 
Scott Cutler (who had graduated 
from the group a couple of years 
before) used his TRS-80 Model I 
to create a ZIP for a TRS-80 
Model L As 1980 dawned, In- 
focom spent a large porüon of its 
bank account to purchase a 
Model I, and Scott and Marc 
demonstrated that Zork I was 
alive in it by starting the game 
and actually collecting points 
with the incantation 
"N.E.OPEN.IN.” (It's .certainly 
no less inspiring than ‘'Come 
here, Mr. Watson; I want you!’’) 


We had another product in 
which PS had no interest: the 
PDP-11 version of Zork I. We sent 
product announcements to 
various, places, including a 
newsletter for PDP-11 users, and 
as a result, the first copy of Zork I 
sold was a PDP-11 version! It 
came on an eight-inch floppy 
disk, with a manual that ] wrote 


- and Joel had reproduced from a 


typewritten master. 

By the end of 1980, the version 
of ZIP for the Apple II had been 
created by Bruce, who had 
designed puzzles for the original 
Zork before graduating from 
M.LT. and going to work for Ap- . 
ple Computer Inc. Apple Zork I : 
proved more popular than the 
TRS-80 version: PS sold over ' 
6000 copies in eight months. 

The first press reviews of Zork I 
were encouraging. in February 
1981, BYTE magazine said, ''No 
single advance in the science of 
Adventure has been as bold and 
exciting as the introduction of 
Personal Software inc.'s Zork, 
The Great Underground Empire. 
... That the program is enter- . 
taining, eloquent, witty, and 
precisely written is almost beside 
the point. Unlike the kingdoms 
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Chapter: MIT, MDL, ZIL, ZIP 


of the Adventures for machines 
with 16K bytes of memory and 
far from the classic counter- 
earthiness of the Colossal Cave in 
the original Adventure, Zork can 
be felt and touched — experi- 
enced, if you will — through the 
care and attention to detail the 
authors have rendered. ... [A] 
most excellent and memorable 
work of computerized fiction.’ 


Mike Dombrook was enlisted 
again to fulfill mail orders for per- 
sonalized hints. Joel collected 
orders from the post office box, 
passed orders for maps and 
posters to his Significant Other 
for fulfillment, gave requests for 
hints to Mike, and gave me the 
numerous small checks to 
deposit in the bank. Mike created 
personalized hints off the top of 
his head, typing them on an old 
office typewriter. (When Mike 
started business school in 
September 1981, he founded a 
separate company, the Zork 
User’s Group, and took over all 
mail-order sales. Only then did 
he computerize the operation. In 
1983, Mike came back to work 
for Infocom, bringing Z.U.G. 
with him.) 

Meanwhile, Dave was design- 
ing Zork I. At first, the most 
straightforward approach seemed 
to be to use everything left out of 
Zork I and simply convert it from 


MDL to ZIL. But Dave’s over- 


ting new puzzles that virtually 
begged to be implemented. So the 
final design left out the Royal 
Puzzle and the "'end-game’’ [both 
to appear in Zork II), and instead 
included the Wizard of Frobozz, 
the garden, and the new diamond 


maze. (The last was re-oriented io . 


the compass based on Mike’s 
belief that ‘“southpaw’’ should be 
a hint.) The last of the original 
puzzles — the long slide and 
'"sending for the brochure” — 
were left out of Zork IH and didn't 
reappear until Sozcerer. 


Mike Dormbrook was enlisted 
to test Zozk I for bugs and other 
bad features, because he had 
some experience with computers 
but no experience with the 
original Zork, exactly like our in- 
tended audience. (One of his con- 
tributions was the alternate — 
and, some sav, more logıcal — 


solution to the Loud Room puz- 
zle, which was added only after 
the first users of Zork I asked so 
often for hints for that puzzle.) 
He played it so much that he 
memorized the entire geography, 
and he fell in love with the game. 
He was convinced that it would 
attract a cult following, although 
others thought it would last 
maybe a year on the market and 
then fade away, like a video 
game. He urged the company to 
start planning spin-off products, 
like maps, hints, posters, 
T-shirts, etc. So the first publish- 
ed release of Zork I had another 
feature added, a ‘'small piece of 
paper’ in the artist’s studio that 
said something like: "Write to In- 
focom, P.O. Box 120, Cambridge, 
Mass. 02142 for info on other 
products, including Movement 
Assistance Planners (M.A.P.s} 
and Hierarchical Information for 
Novice Treasure Seekers 
[H.I.N.T.S.).”’ Besides leaving 
the door open for an after-marker 
in Zork accessories, we wanted to 
start building a mailing list of 
customers for future direct mail- 
ings (like the one you are 
reading!). 

Now that the company had a 
flesb-and-blood product, how 
could a small group of hackers 
market and sell it! One possibili- 
ty was to produce it ourselves and 
distibute it through computer 
chain stores. But that meant 
devoring time and energy to find- 
ing suppliers, producing 


contract with a software 
Re but which one? Joel 

contacted Microsoft, but they 
were already publishing the 
original ''Colossal Cave’' adven- 
ture game — the one that inspired 
Zork — and by the time Zork fan 
Bill Gates heard of our offer, Info- 


.com was deep in negotiations 


with Personal Software Inc. (PS). 


PS had several good features: it 
was the first true publisher of 
software developed by others; it 
was the leading publisher of com- 
puter games at the time; and it 
had strong ties to Software Arts 
Inc., where VisiCalc was in- 
vented |requiescant in pace), and 
where Zork I was demonstrated 
in February 1980. PS.agreed in 
lune to publish Zork I and sent us 


an advance on royalties, our first 
bonafide income! Sales began in 
December, and over the next nine 
months PS sold about 1500 
copies of the TRS-80 version.” 
Also in June, we paid for a 
search of trademark records in 
preparation for registering 
"Zork’’ as our own trademark. 
We discovered that Mattel Inc. 
had registered '‘'Mighty Zörk’’ in 
1973 for atoy model motorcycle, 
but that registration was can- 
celled in Octwber 1979. Other 
trademarks discovered in the 
search were the likes of Zorr, 
Zorak, Zark, and Zowees (all by 
Mattel); Zogg, Zon, Zak, Zok, 
Zot, Zonk, and Zerak; and varia- 
tions on Mork and Ork |by Para- 
mount Pictures). Not to mention 


Zork I was offered to PS in 
April and licensed in June 1981, 
about the same time that Joel 
graduated and became Infocom’s 


first salaried employee. Bur we. 


had serious concerns about PS’s 
commitment, even to Zork I. 
After an initial rush of advertis- 
ing, Zork I seemed to join PS’s 
range of products as just another 


game. We were eager to make 
- Dew versions and new titles — in- 


cluding Zork I, '"Zork: the 


Mystery’' (Deadline), and '"Zorks - 
- in Space”’ (Starcross) — but not if 


our publisher wasn’t also eager. 
The fact was that PS was plan- 
ning to drop its line of entertain- 
ment software — since their titles 
neither sold well over the long 
term nor brought in enough 
money to satisfy them — and to 
change its name to Visicorp in 
order to identify closely with its 
“Visi-’’ series of business 


products” *. 


It now appeared that we had 
two choices: to negotiate and 
contract with another publisher 
(and to hope for more satisfac- 
tion], or to take the plunge and 
become a publisher. We definite- 
ly preferred the second choice, 
but that required office space, 


* Zork I came under the wing of PS’s 
New Products Manager, a fellow 
named Mitch Kapor, who later tound- 
ed Lotus Dereiopment Corp. 


production facilities, an advertis- 
ing agency, and so on — and, 
most of all, money. But we threw 
caution to the wind, and hired 
Mort Rosenthal (who later found- 
ed Corporate Software Inc.) as 
marketing manager, who found a 
ume-shared office in Boston’s 
venerable Faneuil Hall 
Marketplace, a time-shared pro- 
duction plant in Randolph, an ad 
agency in Watertown, an order- 
taking service in New Jersey, a 
supplier of disks in Califomia, 
and so an. The money came both 
from the company’s founders and 
from a bank loan that they per- 
sonally guaranteed. 


We announced Zork I! and our | 
new role as publisher with a | 
Christmas promotion as eye- | 
catching as we could afford. 
Thanks to our ad agency, wehad 
a new style of packaging for both 
Zorks (the stone-built letters that 
are still in use], a counter display 
for stores, ads in major computer 
magazines, and direct-mail ads 
for dealers. We also bought PS’s 
entire inventory of Zork I jexcept 
the TRS-80 version, which they 
süll wanted to sell] to prevent 
them from “dumping’” itonthe 
market at bargain prices and 
lowering the public’s image of 
"Zork’' in general. Our first ship- 
ment went out just in time for 
Christmas sales. 


- On New Year's Day 1982, we 


moved the company to larger 
space at the far end of Cambridge 
— 55 Wheeler Street. Now we 
had office space for everyone, 
especially for Marc (now vice- 
president for product develop- 
ment] to finish Zork II. And we 
had enough space to set up allthe 
personal computers — instead of 
shuffling them from one person’s 
home to another — for testers tu 
use, and for programmers to 
create or adapt ZIPs for Atari, 
CP/M, IBM PC, and other 
machines. Zork III was finished 
in the autumn, about the same 
time that the company began hir- 
ing people to begin developing its 
first business product. But that's 
another story. B 


**in December 1984, after along legal 
tangle wich Software Arts over 
VisiCalc, Visicorp eventuallv merged 
into one of its own spin-off companies 
and disappeared. 
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Te de I ——— 
PLUNDERED HEARTS 


DISCOVER THE BOUNTY OF ROMANCE 





























17 MAY 16-- 


*"ıboard the Lafond Deux” you, the main character, are a 
wonan. Producing a software title 
Dearest Diary, specifically aimed at women -- a 


God-willing,. we shall reach St. growing, but still relatively small 
Sinistra in two days. My heart has segment of the personal computer 
been wrought with anguish since market -- may appear a bold move. Yet 


through gripping prose, challenging 
predicaments, and scenes of derring-do, 
author amy Briggs has managed to 
create a title that is equally 
appealing to men. Pre-release tester 
and reviewers (the majority of whom 
are male) have had an overwhelmingly 
favorable response to PLUNDERED 
HEARTS. In fact, only one other 
of Infocom’s best-selling titles has 
unanimously received such a high 
_praise. Infocom provides the salt 
air, steamy tropical nights, and 
treacherous characters essential to 
heart-pounding adventure on the high 
seas. Although it's rough sailing, at 
least you can control your fate. 
what you cannot control is your 
passion. Whether you find love and 
rescue your father is, of course, up 
to you. But aword to the wise -- things 
are not as they seem: scheming and 
deception abound. A damsel in distress 
could easily end up win Davey Jones’ 
locker. 
The PLUNDERED HEARTS package includes 
the letter from Jean Lafond and a 
fifty guinea note from the Bank of St. 
Sinistra. You can keep them tucked 
safely in your velvet to prevent them 
from failing into the hands of 
vicious (software)pirates or the 
snapping jaws of hungry crocodiles. 
PLUNDERED HEARTS WILL ARRIVE AT THE 
PORT OF GERMANY (GERMAN BIGHT 
LIGHTVESSEL?) IN LATE OCTOBER. 


COMPETITION 


DO YOU KNOW INFOCOM ? 
How many INFOCOM-Adventures do You 
recognize on this Editions Title-Page ? 
List them and send your answer to the 
INFOCOM-USERGROUP-GERMANY, 

c.o. R.Goldmann, 
Weserstadion, 
2800 Bremeni 


receiving a letter from Governor 
Lafond that my beloved fahter is near 
death's hand. Would that I had wings 
to fly to his side! This voyage has 
been unending -- stormy seas and vile 
sailors who rejoice with rum and bawdy 
song. But I will battle the devil 
himself to reach Papa. My escort To 
the west Indlies is indeed no 
gentleman. I dread constantly that. 


ı9 May 16-- 
"aboard the Helena Louise” 
Dearest Diary, 
A most horrifying incident suspended 
my last entry. Deplorable pirates 
tore through the vessel committing 
heinous acts of harm and destruction 
to ship and sailor. I, myself, nearly 
fee victim to a scurrilous sea 
scoundrel’s assault before I was 
rescued by none other tahn Nicholas 
Jamison, the pirate captain. Like a 
rose plucked from its thorns, he 
pulled me from the fracas. My feet 
| scarely left the ground, but my heart 
\ soared among the stars. I know not If 
! I have been catapulted into greater 
danger. I write now, locked in 
Jamison’s cabin. This mysterious man 
says he means no harm, but he vexes 
my .very mind and soul. I fear he is 
a passionate man. His tender voice and 
gentle touch empty my. head of 
sensibility; I am swept toward 
whirlpool of emotion. But if I am to 
find dear Papa. I must think with my 
head and not my heart. ' 
Pray. what shall I do? 


nn ng 


Your decisions determine your fate +-- 
in both life and interactive fiction. 
Infocom's first entry into romance 
genre is no exception. AS the 
heroine, you find adventure at every 
turn as you sail to the Caribbean to 
aid your ailing father. This sultry 


romance is the Infocom story in which 
You can win something nice, but we 


will not tell You yet,, what it is. 
(Actually, we do not know yet.) e 


